


SWCIKFTOM ) GUVC FWU

Large Outsider (Good, Extraplanar, Lumina)
Hit Dice: 22d8+220 (319 hp)
~Initiative: +10 (+6 Dex, +4 Improved Initiative)
. Speed: 50 ft. (10 squares)
AC: 39 (-1 size, +6 Dex, +24 natural)
Touch: 15 Flat-Footed: 33

Base Attack/Grapple: +22/+38

Attack: Bite +34 melee (4d6+12) or gore +33 melee
(2d8+12 plus poison)

Full Attack: Bite +34 melee (4d6+12) and 4 claws
+31 melee (2d6+6); or gore +33 melee (2d8+12 plus
poison)

Space/Reach: 10 ft./5 ft.

Special Attacks: Aura of the beast, holy breath, poison
Special Qualities: Damage reduction 10/epic and evil,
darkvision 60 ft., hover, material allergy, regeneration

Lumina are extraplanar beings of purity and light from a
distant realm, as alien as they are good.

Lumina originate on a plane of inynite wonders, a
place where goodness and beauty are integral to existence.
However, their home is also so unlike most realities that it
can be maddening; yre, light, and thought itself are among
the elements of their world that differ wildly from those found
elsewhere. In many ways, lumina are closer kin to beings such
as pseudonaturals and neh-thalggu than they are to celestials.

Lumina almost never leave their homeworld willingly.
When brought to the Material Plane by force (by curious
archmages, mad priests, or cults devoted to their worship),
they usually become aggressive. To a lumina, the mortal
world seems an intrinsically evil place, where only the
most pure individuals show even a glimmer of goodness.
Earthbound lumina often seek to destroy everything®living
and unliving®they encounter, hoping to purge the universe of
something terrible. Attempts to communicate with lumina are
usually futile due to gaps in comprehension, though on rare
occasion a lumina may recognize virtue in a mortal and search
for common ground.

When slain, a lumina dissolves over a period of minutes
into a bright, rainbow-hued puid.

Lumina speak their own language, and no others.
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Lumina are relentless combatants when away from their home
plane; without anywhere to pee, surrounded by what they
perceive as unbearable and incomprehensible evil, they are
emissaries of destruction and puriycation.

A luminats natural weapons, as well as any weapons it
wields, are treated as good-aligned and epic for the purpose of
overcoming damage reduction.

Lumina Traits: A lumina possesses the following traits
(unless otherwise noted in a creatures entry).

A Hover (Su): Lumina magically hover 2 inches above the
ground. This grants them a permanent feather fall effect with
personal range.

A Material Allergy (Ex): Though they normally poat above
the ground and avoid prolonged contact with other creatures,
lumina suffer greatly when exposed to the imperfections of

10, resistance to electricity 30 and yre 30, scent, SR 32
Saves: Fort +23, Ref +19, Will +18

Abilities: Str 35, Dex 22, Con 31, Wis 20, Int 5, Cha 14
Skills: Escape Artist +31, Listen +30, Spot +30, Survival
+30, Tumble +31

Feats: Cleave, Combat Repexes, Improved Initiative,
Improved Sunder, Multiattack, Power Attack, Weapon
Focus (bite)

Epic Feats: Dire Charge

Environment: A good-aligned plane

Organization: Solitary or pack (1-8)

Challenge Rating: 21

Treasure: None

Alignment: Always good (any)

Advancement: 23-34 HD (Large); 35-50 HD (Huge)

material not from their home plane. Their skin blackens and
peels, and they feel incredible pain. A lumina who spends
1 full round in contact with matter not from its home plane
suffers 15 points of damage and is sickened for 1 round. The
contact can be through grappling, entangling, being pinned
in a cave-in, willingly holding a normal object, or any other
source.

A Regeneration (Ex): A lumina takes normal damage from
its material allergy, epic evil-aligned weapons, and from spells
or effects with the evil descriptor.

A Resistance to electricity 30 and yre 30.
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Bestaria are the lowest form of lumina, majestic and bizarre
animals.

A bestarius has a 15-foot-long serpentine body covered in
a layer of thick white fur. At regular intervals along its spine
rise aquamarine-colored hands, each with four yngers ending
in crooked claws. The hands twitch and wave seemingly
independent of the lumina, even after its death. A bestariusos
head resembles that of an ebony lion, though from its mane
emerges a ring of curved horns, like those of a goat. Around
each horn spirals a tiny ivory serpent. A bestarius usually stays
partly coiled, only straightening to move wormlike through
the air.

Bestaria are not particularly intelligent when compared to
other lumina, and they are completely unable to fathom the
Material Plane. They have no obvious needs or desires, but
are extremely yerce and combative when away from their
home. They occasionally show mercy to creatures of animal
intelligence, not attacking unless touched yrst.
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A bestarius attacks physically dangerous opponents yrst,
leaving spellcasters for later. If its poison drives a creature to
attack allies, it transfers its efforts to another foe. A bestarius
reserves its holy breath for situations where it is being hurt
from a distance, or for where it must pee. Unlike other lumina,
bestaria are known to panic when badly injured.

Aura of the Beast (Su): A bestarius exudes an unseen
aura that brings forth the primal animalism of humanoids
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and monstrous humanoids within 20 feet. A DC 23 Will save
allows a creature to resist the effect, and any creature that

succeeds on the Will save is immune to the auras of bestaria
for 24 hours. A creature that fails must continue to make a save
each round it stays in the area until it succeeds. The save DC is
Charisma-based.

After each round of transformation, the effects become
more severe. All effects are cumulative, and last for 24 hours
or until removed by a greater restoration spell.

1st Round: The creature has trouble focusing, and must
make a DC 20 Concentration check as a free action in order
to use any Intelligence- or Charisma-based skills (except for
Intimidate), cast spells or activate magic items that require a
command word, a spell trigger, or spell completion to function,
or use any abilities that require patience or concentration.

2nd Round: The creatureds hands transform into paws, yns,
or other thumbless appendages. The creature must drop any
held items and cannot grasp new ones, and cannot cast spells
with somatic or material components.

3rd Round: The creature fully transforms into an animal,
similar to a polymorph spell. The creature may choose what
kind of animal it becomes, but the new form cannot have more
Hit Dice than the creature (maximum 15). The creature gains
the Strength, Dexterity, and Constitution scores of the new
form but retains its own Intelligence, Wisdom, and Charisma
scores. It also gains all extraordinary special attacks and
special qualities of the new form.

4th and Subsequent Rounds: The creature suffers 1 point of
Intelligence drain.

Holy Breath (Su): Once per day, a bestarius can breathe a
20-foot-radius, 20-foot-high cloud of white mist identical to

solid fog. Each round a creature spends time in the cloud, it
suffers 4d10 points of damage (or 8d10 for evil creatures). A
successful DC 23 Will save halves the damage. The save DC is
Charisma-based. Lumina are immune to all effects of the fog.
Poison (Su): Injury, Fortitude DC 31. A creature that fails
the initial saving throw becomes maddened with the need to
destroy evil for 1 minute, and must try to engage in melee with
any evil-aligned creature in sight. If there are no evil-aligned
creatures present, the victim must attack neutrally aligned
creatures. If the victim is evil or neutral itself, it attacks itself
last. If only good-aligned creatures are present, the victim acts
normally. An effect similar to detect evil (caster level 20th)
informs the victim which creatures to attack, and is fooled by
spells such as undetectable alignment. This is a mind-affecting
compulsion. The poisonds secondary damage is 2d6 points of
Charisma damage. The save DC is Constitution-based.
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Knosiria are lumina mystics, intellectually brilliant and
awesome in their magical power.

A knosirius has a thin, androgynous humanoid body about
9 feet tall. Its head has equine traits, but lacks a mouth, and
its dark eyes glitter like sapphires, rubies, or jade. Its skin
glows gray-white, and enormous peacock wings emerge from
its back. A knosirius has two toothless mouths centered on
its palms, and others are scattered across its arms. Knosirius
ficlothingd is made of colored mists which wrap around
knosiria like robes. The only sound a knosirius makes is a
shrill shriek, which undulates when the lumina opens its
mouths.

Knosiria possess secret knowledge of magic and virtue,




and the relationship between the two. They are explorers and
artists, creators of weaves of light that can drive mortals insane.
Knosiria are the lumina most likely to come to the Material
Plane by choice, to seek knowledge and understanding of a
foreign world. Even so, they bring destruction by the sheer
incompatibility of their nature with that of non-lumina, and
show no regret over the deaths they cause. They are almost
always calm and impassive, even when burning away a cult of
their own worshipers.
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A knosirius prefers to defeat opponents by capturing them
with a mystic leash and pulling them within range of its
prismatic halo, ynishing them off with a blessed vision and
melee attacks (supplemented by automatically quickened true
strikes) if necessary. If multiple foes cannot be leashed, it uses
high-level attack spells such as dominate person, incendiary
cloud, and imprisonment. A badly hurt knosirius may try to
pee, but is just as likely to yght until the end. A knosirius
trapped and suffering from its material allergy always casts
let go of me.

Blessed Vision (Su): As a standard action, a knosirius can

make a touch attack against an opponent to fiblesso it with
special knowledge and sight, allowing it to experience the
effects of greater arcane sight and detect good for 1 hour.
During this period, the creature affected must make a DC 33
Will save during any round it wishes to use, wield, or wear a
magic item without a good aura or cast a spell without the good
descriptor. If it fails, it is ylled with loathing at the thought
and refuses to go through with the action. Worn or wielded
items do not need to be dropped, but any special abilities they
possess cannot be activated. The save DC is Charisma-based.
A dispel good or DC 36 break enchantment spell ends this
mind-affecting compulsion effect prematurely.

Holy Shriek (Su): The shriek of a knosirius is attuned
to magical manifestations of evil power. Each round, any
spellcaster within 60 feet of a knosirius who knows or has
prepared a spell with the evil descriptor automatically loses her
highest-level evil spell (or spell slot) as the magic bleeds from
her ears, eyes, nose, and mouth in the form of black ichor. The
spellcaster suffers 1d4 points of damage per level of the lost
spell. In addition, any creature wielding an evil-aligned weapon
suffers 4d4 points of damage each round, as the creatureds hands
boil and blister. Holy shriek is a sonic effect.

Mystic Leash (Su): A knosirius
can choose any spellcaster within 60
feet that knows or has prepared a spell
with the good descriptor and force the
creature to make a DC 33 Will save.
If the save is failed, the spellcasterts
highest-level good spell or spell slot
is lost, and the spell manifests as a
glowing white rope which stretches
from the spellcaster to the knosirius.

The leash prevents the spellcaster
from moving and drags her 10
feet closer each subsequent round
(provoking no attacks of opportunity)
unless the spellcaster breaks free,
which requires a DC 33 Will save
made as a full-round action. The save
DCs are Charisma-based.

A broken leash acts as a +1 holy
power whip, and lasts for 1 hour
before disappearing. It begins in the
possession of the knosirius, but has
no special connection to the lumina.

Prismatic Halo (Su): A knosirius
is surrounded by a 30-foot-radius yeld
of bright illumination that puctuates
in color. Each round, determine the
halogs color as if it were a prismatic
spray; all non-lumina within the
area are affected as appropriate for
the color. On a roll of 8, the halo is
white and has no damaging effects
that round. The save DC to resist the
halots effects is 33, and is Charisma-
based.

Spells: A knosirius casts spells as
a 25th-level sorcerer, and can also
cast spells from the Good domain as
arcane spells.

Typical Sorcerer Spells Known






